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Thanks for buying this Codemasteis product. 

Now register your game online and complete our survey to receive Inside Track. 
Codemasters' free monthly newsletter, stuffed to bursting with: 

Inside News - exclusive only to Inside Track recipients 
Cool Downloads, Upcoming Release Dates, Special Offers, 
Discounts and loads loads more. 

LOG ON TO 

www.codemasters.conVflashpoint 

and register your game now. 
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PRECAUTIONS 

• Do not touch the surface of the disc when handling, hold it by the edge. • To keep the disc clean, wipe gently with a soft cloth. Keep the disc scratch free 
• Keep the disc away from extremes of temperature, direct sunlight or exposure to excessive moisture. • Never use a cracked or warped disc or one that has 

been repaired using adhesives. This could lead to operating problems. 

\ 

EPILEPSY WARNING ^ 

WARNING READ BEFORE USING YOUR VIDEO GAME SYSTEM 

A very small percentage of individuals may experience epileptic seizures when exposed to certain patterns or flashing lights. Exposure to certain light 
patterns or backgrounds on a television screen or while playing video games may induce an epileptic seizure in these individuals. Certain conditions may induce 
undetected epileptic symptoms even in persons who have no prior history of prior seizures or epilepsy. If you, or anyone in your family, has a 
epileptic condition, consult your physician prior to playing. If you experience any of the following syrrptoms while playing a video game: dizziness, altered vision, 
eye or muscle twitches, loss of awareness, disorientation, any involuntary movement, or convulsions, IMMEDIATELY discontinue use and consult 

your physician before resuming play. 
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and "GENIUS AT PLAY"'’'^ are trademarks of Codemasters. All other copyrights or trademarks are the property of their respective owners. Developed by Bohemia Interactive Studio. Published by Codemasters. 
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mnin mEnu 



1 . P LAYER S ETU P 


3. SINGLE MISSION 


Click here to select yoLT in-fcattle idertity 
frcmthe list of flayers yoi/ve defined 
Click NEW neDdttothe Player LiSttocreate 
another chatacter to represerit you in Sin^e 
and MiJti player cxrrfaab Define yoir Player 
NamE^ yoLT appearance and yoLT character's 
voice then dick OK. 

2 . C AM P AIG N 

ReaganisinpoAerintheVNfed; Gartachev 
holds skAey in the East Glaax^d is about to 
change the face of the ^cbe and peace is cn 
the honzGTL 

But peace is not a popUar option. A rebel 
faction seeks to vMden the Cold Wbr giif 
between Red ard Blue - permanehUyE.. 

Face the challenges bulcfng in the Malden 
IsiaixbL Scrx^veard wnthrou^ardyoumay 
juSt become the hero of the hotr. 



skills in one-off eo r rfaat; vehide ard espionage 
rrissions. Select yocr rrission from the list 
cf splayed ard also yocr dfficiity level 
(Cadet / VeterarO . 

4 . M U LTIP LAYER 

Comect acrossTCP/l P network or Irtemetard 
take yoLT place in nxiti player hi^bory 

5 . M ISS ION EDITOR 

Create ycx^okAntrique nissionsto playard 
dare. See game dsc for rrarLel ard 
daxmertation. 

6 . OPTIONS 

See Options Menu 

7 . QU IT 

Qiit Operation Fladipoirt^” ard retim 
toWirdcRASL 


1 


0.2 



At the d at t of mod rrisacn^ CcnTrend v\<ill gve 


patarrBbersvDunxetfvifill in order to acfie»/e 
succesEfvl Gcrridejtion oF the nisaon. 

The brief takes the form of a field organizer that is 
cf^MdedirtDfou' sections Qidcandckagariyvdiere 
on the edge of the organizer to mo^ it; or dottie- 


P L AN 

TNs section g^^y□u an outline of the rrisaorv 
spedfically stating the otjedivE^s you nxat adi»/e 
inordertogatthrou^suooessftlly Oidconany 
H^i^^edwordsor phrases to scroll the uxlerly ng 
map ard focLE on the SLiqjecb 


N OTES 

Here you v\iill fird mores 
tadc ahead inducing suggestions that may make the 
tadc eaaer or seier. As for the Plan pagev dick on 
aryH^i^tedv^orchor phrases to scroll the 


When playng Carrpaigi Mode; yotr Diary entries 
v\<ill be recorded in this section. Check here for 


the oorring nisaon 


you to scroll throu^ equipTnert carried fcy other 
3C|L B d merrfaers 

GROUP 

The troop roSter for the nisaon 

D IFFIC U LTY 

At the briefing for Si n^e Missions or at the ^tart of 
the Carrpaig^ yeu are able to set yoir DifficUty 
Leuel - either Cadet or Veteran lewel cffficxity 
Sirrply dick DIFFICULTY on-screen to tog^e 
betuyeen the tvyo nxdes 

Cadet lev^ gves you the maxi rrunamouit of help 
in battier vyhereasVeteran has some features 
cisabled. You can define vyNch features are 
SK^Iable in each mode in the Gptions Menu 
(see Options Men^. 


dick in the top ri^±-hand comer to rririrrize it. 


GEAR 

A rurvdokAri of the gear you vyill carry irtobattieL lb 


didcthe[i] icon urdemeatii the image. 

I f youfre part of a squad the arrcRAs to the left 
anchor ri^it of the name at the top of the page al lew 


NB: Some rrisaonsdo not irxJude a briefing You 
rru^useyoursolcferingddllstoassessyour' 
studtionard react vyHIe you/re Still alive todo so. 


Press Q to access yxr map at any time during the 
nisaon Ri^±-didcardchagor use @ & 

Q on the nLrrpad to scroll the map ard use the 
rurpadfS andQ keys or Mouae Wheel tozcxm 
in and oiJt You can Vew detailed sbztegc 
irformdtion on ^ur task inducing poationsof 
eneniesthat hen^ been obserxad location of target 
builefngsor vehides etc. 

DexAie-dide anyvyhere on the map to create a note. 
lypeyourertryardHt vyhen you/re done. 

NB: The action does not stop vyhen you pause to 
take a look at your map Be sure that your location 
is secure before doing so- you may be shot vyNIe 
you/re try ng to fird your next target 




(thetopof themap^.Youcancall uptheGorrpass ^ 
in-rrisaon by 

holcingthe ^ key 




ii 
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snmE scREEn 



U 


1. Commsnd Menu - press Q HQ and other irformatiGn. ^ 

Help Menu - press Q when vou- sqisd leader gvesa cp n iTBi rl tl-Et 

2. Vehicle Indicetor indudes a dredticn long the dock fecev a svrrbd 

3. Current Weapon is dsplavedcn the lefthandsde of the screen 3rd Person View\/ 


4. Rounds / Magazines Remaining 

5. Armor Status 

Vefide da^am^oAsredas 
chmage is irKxrred. 

6. Scanner Array 

7. Radio 

WhtdioUt here tor inoGrringoonTranckftorn 


abouethe Rada THsirdcdtes 12.00 in the 
drectionvDLr SqiedCariTranderisl^ng. From 
tfisyou can calodahe the dredticn of the order. 

8. Command Bar 

ShcRAstheiritsinvoLr CLrrerttscfLBd. Select 
iritsuang^; tof^. UseB to select the 
ertire sqted (see SqLBdCcnwrmx^. 



0.5 


VeHdeView 




VIELUS - OVERVIELU 


1ST / 3RD PERSON 

Id Person View shoAG the world from YOU- okAn 
perspective in the tfidc of oontet CXt in the open 
you are able to look arouxl in all drectionsuang 
the mouseL If you are oocifjyng a veNde moMirg 
the mouse erebles you to check out the irterior 
of the Liiit (proMdng you ha^ Moiee Look 
activated EQ or Q ).Takeadoser lookat 
yoLT suTXJLixi by zoorring in v\iith the Ri^lt 

MoLBe Button. 

In 3rd Person VietAf you see the v^orld from oUbade 
yoiA-okATibody asth□u^throu^a^MrtLBl carrera 
that isfooLGsed on yxi from approBdrreAeiy ten feet 
aboe and befird you- head. If youareoocifjynga 
veHde tfisuev\ipairt is in the sane position jiet a 
few feet ftrther akAey to aooorrrnocbte the size of 
thevefide 

When oocLfiying a vefide and uang 3rd Person 
ViesAt moAng the mouse pens the carrera aroud 
v\4-ile rrairtairing fooLE on the veNde (proAdng 
you h»e MoLse Look activated or Q ). 


To skAiitch between 1st ard 3rd Person Vi ewE press 
Q (nuTt3erpadEISrTER). 


WEAPON VIEW 



Mouse = mokie \Aew 

Q/B(mrpBd) =Zbomln/CXJt 

(depend ng on si t^3e) 

Activate Wbapon View v\tth (rurpecD or Q. 

Weapon View gves I rtartryTEn a rruch more 
aocuate uew of the vMorld ard is used modly for 
targeting ard firing a v\«eapon (see Spedalist Sibils 
for more spedfic iito nT EtiorO. If portioned in the 


Gurer's seet of a tank acli^eting weapon View vmII 
takeyou to the tank's targeting sysbems. 


selected throu^ the Action Menu (see Acfidn Afend- 

COMMAND VIEW 


A^^lableinall irtartryor squad roles v\<henyoUre a 
Comrarder in charge of a squad or the sole squad 
rrerrfaei; ConTrardView is sirrilar to 3rd Person 


View but places the carrera rruchfvrther away This 
gves you a rruch vyider \Aewof the battlefield so you 


of your squad This al lews you to make far more 
irrfbrmed tactical dedsons Sv\<itch to Cormard 
View by pressing the m keyontherurfaer padard 
ise the Mouse to moa the camera ard B ardQ 
on the rurfaer pad to zcxxn in ard out (see Sqiac/ 
ConrrrBndfar more irrfbrrration). 
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cariTROLS 


IN FANTRY 


Keyboard 

Q or Q 

cr 1^^^ 



Q or Q 

B or^ 


Action 

Forvyard 

Sprint 

Strafe Left 

StiafeRi^it 

Backvuards 

Rotate Left /Right 

Mowe Fast 

Lie Doiati / Stand Up 
Crouch 




I (rurpad) 

I or (rurpad) 


(rurpad) 

/B 


Reload Weapon 

Open Action Menu (see Action Menk 
Cali Command Menu and Select 
Menu Items (see SqLBdCcrrmanc^ 
Svuitch Command VieiAf OiVOff 
Svuitch Weapon View OiVOff 

lst/3rd Person View 

Zoom In / Out (1^ 3rd Person View ori^ 


Mouse 




(Mouse Left/ Ri^ 


(Mouse Up/ DowrO 


(Left MoLBe BUtbori) 



(Mouse Wheel) 


R 

(Midde Mouse Button/ 
aide Moise Wheel) 

(Ri^lt Mouse Button) 


Tim Left /Right 

Look Up/ Down 

Fire Gun /Throw Grenade 
Issue MoAAe Command to Selected 
Troops (see Scf^ad Carrmanc^ 

Call Action Menu and 
Hi^i^ Menu Items 

Select Action Menu Item 


Zoom In / LockTarget 
(depend ng on ecfipped weapon) 
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GROUND VEHICLE MOVEMENT 


Keyboard 



Slow Forward 
Forward 
Fast Forward 
Tim Left 
Tim Right 
Brake/ ReAerse 
Mowe Fast 

Switch Limits On/Off (if auailafcde) 
CycleThrough AvailableTargets 


Mouse 

Switch Between Mouse Look ard Mouse Steer with rurpad key 

Mouse Look Mouse Steer 

Look Left / Right Steer Left / Right 

Lookup/ Down 

Select Target / Lock On 
(see Targeting and Firing VeMde \AtBaparrii 

Fire Weapon / Issue FI RE 
(Target Selected) or CEASE FI RE command 






NB. You may oriy haue access to yoir vefide^sTargeting ard Firing SvSberrs if 
you are so aithorized (eg. soleoocipartof veNde Gimer orTankCorrmarder 
(see Tank Corrrrerd ardTargeting ard Firing NAeNdeWBapons). 


on 



(NOTaTget Selected) 


McMeto point (prcMdngyou have assumed ttie rdeef 


Driver on your crev\^ 
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AIRBORNE VEHICLE MOVEMENT 


Keyboard 


Q or Q 

Forvuard - (Motee Steer Off) 

B +Q / Q 

Fast Forward 

QorQ 

Strafe/Tim Left 

□ <rg 

Strafe /Turn Right 

or 

Rotate Left (v\<Hle havering) 

or 

Rotate Ri^it (wNIe hc>/ering) 

Q orQ 

Decelerate - (Mouse Steer Off) 


Start En^ne/ Ascend 

B 

Descend 

B 

Planeonly- Raise/ Lower Lancing Gear 

B 

Plane only - Flaps Up / Down 

^9 

CycleThrough AvailableTaigdbs 


Mouse 

SvMtch Betvyeen Motee Look and Mouse Steer vuith rurpad key Udddciuyn 

to tarixrari lyactiveteMoLGe Look v\<Hle in Mouse Steer mode. 

Mouse Look Mouse Steer 

Look Left /Right Steer Left / Ri^ 

(totabe if holering) 

LookUp/Dovun NoseUp/Dovun 

Select Target / Lock On 
(see Targeting and Firing Vetide Waapandi 





A/B. Ibeasevoutftou^tfiehi^yteclTical procedLies of land ng aircraft; 
cfDOseALTTOHCK/ER (for hetiGcpters) or LANDING AUTGPI LOT (for plaies) 
from the Action Menu. 



FireWeapon/ IssueFIRE Command 
(Target Selected) 


0.9 


NB. You may oriyh»/e access to ycxr aircraft^sTargeting and Firing Svsbems if 
ycxi are so aLthcrized (e.g. Pilot of aircraft or Gimer - see Targeting and Firing 
Vehide M^qpcns). 


UNIVERSAL CONTROLS 


IM'-ISI LTIP L AYE R CHAT 



(nurpacO 


(main kei^xsrd) 


Cycle throu^ a^/ailable vueapons 

Call Action Menu / Confirm Action 

Select Action Menu item 
Corrmand Menu 
Show Corrpass 
Use Binoculars 
ShowTime 

Tog^e Mouse Look/ Mouse Steer 
Hold to temporarily actiA^te Mouse Look 
Map (see M^for ftrther Mapccrtrcl^ 
Increase/ Decrease Game Speed 
Pause 

Show La^ HelpTesct 


Activate Multiplayer Chat 


U'U 


Type message and hit ENTER to send 


Call Action Menu / Confirm Action 


0.10 
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ACTION MENU 


The GortE9ct-senEitiveAclicn Menu is ieed for sudi 



Open Action Menu 



Highlight Action 

Activate Action 
and Close Menu 


✓ 

M16 in hand 

Weapon Binocular 
Reload M16 Mag. 
Sit Down 


tad<5 as selecting and chavMng y3tr or for 
selecting spedal v\eapansor anrro. It is also Lead to 
erten change seats or dsenljarlc ^ehicles 
Encoulbering a ^sdfic poirit in a nisacn v\iill 
sometimes caLGe nekA/ options to tecone »^lable in 
the Action Menu. When tKsocoLre^ the Action Menu 
v\iill aUbomatically appear to allow you to activate 
the new options 

The Action Menu also allcwsyou toacxDessfvrictions 
n□t^^Gilable^MatheStancbrdGcrt^al keys Press ^ 
or Midde Mouse Button to call up the Action Meru 
and use Q & B or the Mouse Wheel to urderiine 
the action you vuart to perform Onoe selected, 
press H or Midde Mouse Button again to activate 
the action. 


nTTncMins 


TARGETING & FIRING 
PERSONAL FIREARM S 


dependng on the viewyou are using at the time. For 
some msaons v\here hard ijaoed no-time-to-think 
action is required, the poirt-and-dxx* i rPtixx J used 
in 1st and 3rd Person Views may be the best option. 
Alternatively where Stealth curring and iribeiligenoe 
are required the more calculated approach of 
Weapons View may be more appropriatE^ espedally 
if you are equipped with a spedaliSt sriper a^lt 
(see SpedafistSis^*^. 


In 1st/3rd Person View 


In 1st/ 3rd PetsonViesA^whenyouctawyour 
weapon and are able to fire^ the Airring Aid appears. 
The outer part of the Airring Aid shows the 
apprcBd mate aining of your weapon. The floating 


bar shows the aCtusI pdrt that your bullet would 

A perfect shot can be achieved when the bar is 
framed by the outer part of the Airring Aid 


When you are unable to fire accurately the Aining 


0.11 


In Weapon View 


snply dxws the dreCtion you are looking in. When 
you are able to fire again the Airring Aid reappears. 


lb aim more accurately in this desAf slew down or 
stop. Better ^11 lie dowru as this braces your arms 


agai net the 9 xxrd and 9 ves you e»Gn neater 
Stability and less reaction from recoil. 


presang B or ontherurpadlTisView 

dxws your gun and allows you to daw a rruch 

more accurate bead on your enerry If you h^ea 


STANDARD WEAPONS 


M16 Semiautomatic Rifle 

The M16 Serriautcmatic Rifle is the mainstay 
p ersonal firearmof the US Arrry GHgnally 


weapon that is ecfulpped with spedal iSta^t^ you will developed asa result of dssatisfaction with the M14> 

be able to aim even more aoouiately the M16 features sevieral irrproueii'Bi'ts in deayi 

okier its predecessor. The he^er barrel with l-in-7 




(Unable to fire) 


rifling and nx^de oorrpensator pre^Grt nx^de-dirrb 
in serriautomatic operatioru Inthismodeof firev 


three rouneb are released in dxrt bursts. 


AK74 Kalashnikov 

FollokAing ill uries sustained teward the end of 
WW2, Mikhail Kalashrlkok/tumed Hstalertsto 
stbII firearms desi^TNsmokGevertuBlIy led to 


In 1974> Kalashrlkok/sorignal model was 
recharrhered and rebored to fire a 5.45nm 


cartri dg e. Mary Other dea^ changes were made 
inducing addtion of fitmertsfor a recoil 


li^1ter-wei^± plaStic variety The AK74 was bom. 
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TARGETING & FIRING 
VEH 1C LE WEAPONS 

Selecting a Target 

Whe*hero| 3 efaHi' g astheConTrBnderoFatarkor 
the Pilot of a choppen the same srrple ireithod of 
targeting am-Bii-Efts is LBed 
Gh a^lt of volt mark (enerrv vefide or trooper) 
v^Hch v\<ill be hi^i^ted on-screen by a vbIIcka/ bosg 
deagiate it as a target by ri^± diddng on it vMth 
VOLT mxGe. Alternatively press tocyde 
between e^/ailable rnobile or armored targets. 
Ded^ietion as a target is indcabed by: 


Locking Weapons 

Forthepuposesof ttisgiidev 'Loddn^ vueapons 
refers to the process of bringnga vyeapcnto bear on 
a target and rrairtai ring that poation irtil the target 
has beenfired i^manddeebo^ci or isoUt of range 


The 'Lock' process can be achieved in a nurfaer of 
vua^ it may beassirrpleasoriertinga machine 
giri ortD a target or as Gorrplex as an aUbomabed 

the sv^ben> each has its tactical acbartagesand 
its limtabonsL 

Qxb a target has been deagidbeci VOLT vueapons are 
l30L#±tDbear Itrraytatesometimeforyxr 
vueapons to beoome lockad-1x>target depend ng on VOLT 
vefide and the vueaponised (select idng 
aseach dasB of vuBapanreqLi res certain ccrcfticTB to 
befiifilled before Icxkcan be adieued (see \AAsaparry 
Idber in this guide for vueapcn ^sdfic irforrratiorO. 

Firing Vehicle Weapons 

GhoeVNibapons Lock isactieued (either by reorierting 
the vefide ancfor by allow ng time for vueapons 
targeting s^ebemstocbtheirvMorl^ and the target is 
v\ithin an effective range (ret iieoesEarily vuithin 
the target is irdedbed by 



once lock is actieveci the selected v\eapon can be 
fired or the comreixl to fire can be issued by 
diddng the Left Mouee Bitton. If in conTrerd of a 
vefidev it rrey be tactically aefc^rtageouE to Issue 
tiE corrrrarxl to fire before vueapoTE lock is 
actievecLTNsv\ill leave firing to the dscretion of 
the Gutet vdr> v\ill vueit urtil the target is in 
vueapoTE range or your veHde is correctly orierted 
before hitbng the trigger. 


NB: RerretTber that soTTE v\EapoTE are rxt 
aUborrdtic ard recfuira I'oarxel reloadngTHsis 
bourdtotakea dxrtvdnile^ norretber howv\iell 
yxr crew isckilled. 
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WEAPONRY 

Guided Missiles 

Ghee WaapoTE Lexk has been achieKEci guided 
vEapoTE rrey be fired at the dscredon of the 
CorrrrBrder or Gurrer. Guided rrisales have a 
theoretically uriirrited field cf fire but the targeting 
s^bertE rrey deperd to sotTE de^ee on the 
oriertaftion of the ^EhideL Ghoe locksci the rrissile 
v\ill follcwthe Icxk to the target 

Unguided Missiles 

Unguided rrisales are gererally lauixhed from fixed 
rrourtingsattachadtothetixlyof a vefidE Becauee 
of the irileDdbility of the laurching svdbetn targeting 

order to Ht the rrark E.g.fora FFARfiredfroma 
helioopber to rreke an effective Ht; the helioopter's 
rase rruet be poirted cfreCdy at the target 

Machine Guns 

VeHde-rrourtBd rrecHrE guTE are often attached 
^ia a pivot that allokAsthe vEapcE a v\ide field of 


tHs field of fire can be reetricted sotTEwhat by the 
boeV of the veHde itself, recfuirirg that the veHde 
be coneCdy orierted before the guri can be fired. 
Note that dE to the pixEtal nature of the gutYs 
mourtingthehelicopber'soriertation isret recM^ed 
tobeasspedficasthatfor urguided rrisales 

Taric-mourted rrecHrE gure have a eUll v\ider field 
of fireardrec|uireverylittie oriertation of the 
veHde or the tank turret in order to be broij^ to 

NB: Pivot rrDurtedmacHrEgurEV\ill tracka 
locked target as long as it is v\itHn the field of fire 
(see Locking WeapoTE). 

Tank Main Cannon 

The rrein carrai of a tank has no lirritation in its 
field of fire becauee of its rotatiorel mourting. 
Houevet, because of the long-range nature of the 

does a h»E a certain rriHmrri range v\itHn v\tich a 
shot rrey pass harrriesEly OET the top of a target 


Field of Fire 

Field of Fire: the left/ri^± 
cf Starxe oet vdnich a 
parti cuiar vueapon may be 
fired v\flthout re-oriertaAion 
of theveHde E.g. FFARs 
mourted on a helioopber 
may be said to haE a very 
srrall Field of Fire as they Ijr 

are lauixhed from fixed ' 

ron-rctatable rrourtings ard rely on the veHdeTs 
oriertation to be targeted. Byoerrparisoru a 
tack's rrein carrai hasan uriirrited field of fire 
as it can be rotated throui^ 360^ regerdess of 
the cf reclion or onertalion of the tank itself. 

Range of Fire/ EffectiiE Range: theef^tarxea 
prqjeclile v\ill tr^El before air resistarxe or lack 
of fuel forces it to lose altitude /velcxity 
Althoui^rroet projectiles are Still jur^ as lethal 
ri^^ufi urtil they irrpactv\ith the ^xxixi abort 
or ooriE to reSL e^En after altitudE/xElocity 
decaysard Effective Range is exceeded it is Still 



fire In the case of helicopber-rrDurted rrecHrE guns projectile or projectile VEapotYs range. 
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□nmncBE s ifijurv 

INFANTRY VEHICLE DAMAGE 


THs isV\i^. Sooner or laber you v\<ill get hut if you 
darlt leamtDloGkafber VOLT skin. If youcbrftvMnd 
ip dead Sbai^lt akAey any ill uy you receive is 
likely to l3e serioLEly incapadtating. 

When you take a dxt to ary of VOLT I iiriz^ volt 
operational capability v\t 1 1 be teduced. A shot to the 

capability vNiHlecbnegetoyoLr legs rrey prsert 
VOLT abilitytovualk(althau^y3unri^± Still be able 
toctagyouself alonginacrakAt). 

I n the evert of ary ill uy it's best to get youself 
treated as quickly as possible WNleyoi^re on ycxr 
okAiTi try to get to a MedcTert or an Anixianoe 
veHde v\<here a rredc rri^lt be IbuxL If yoi/ie part 
of a sqLsd and ore of volt fellcvus isa rrecfQ call 
Hm to you uang the Cormend Menu or try to get 
toHmsohecanackririSberfield aid 
lb begn the healing prooesEy get yoLTself dose to 
the rrecical uit; be it mecf c or anixianoe ard 
dxxee the appropriate option from the Action Menu. 


I tis oomrcn sense that sane vehides can take more 
cbmage than others depend ng on their anrorybu 
vucuid iTatual I y expect an Arnxred Personnel 
Carrier to withstand many times more ctemage than 
a jeep becaiGe it comes equipped v\ith qsedalized 
plate vyhere the jeep has none. 

The St a te of the vehide^s armor is shoAn in the 
Vehide I ixi c a to r that appears vyhen you oootpy a 
irit. With each suooesave Ht the armor becomes 
more cfemaged (shouun by the I i xi c a to r beoorring 
more red): more potAierfvi v\ieaponsdo more cbmage 
ard you vehideTs armor vyill become less protective 
more quickly 

When the I ixicator becomes corrpletely red yoir 
vehide is either cbmagod beyond all use or in 
imrinert cbnger of destruction You vyoiid be vyell 
ackised to evaoubbe before this pdrt or risk loss of 
lirrbor life 

It is possible to repair you veHde prokided you can 
get to a support truck u can get one to cone to you 
Deperxing on you veHde tHs may rot be an easy 
tadc For lardveHdes reacHng a support truck 


dxxid not be a proUeni bUt you do first have to 
locate it Ina helicopben youare presertedvkiththe 
log Sties of find ng somekAihere to lard near enou^ 
to the truck for it to do its vkoic. If yx/reflynga 
plane chances are there vmII be nokAihere to lard and 
repair - you beSt bet v\ill be to before you go 

dokAnina ball of fiame. 
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SQuniD commnniD 


SELECTING U N ITS 


When you are placed in corrmard of a squad of 
meri each merrfaer of you detachmert is assigad a 
rxrrfaer. lb issue a oorrmard to a solden you nxbt 
first select Hm You can select or deselect each 
solder in you squed by presang the Q key that 
corresporxbtoHsnuirfaer E.g. you have 

ax men in you squad and yxj vuart to select solders 
4 ud 5 - press |ZI ud Press Q ud |S again 
to deselect them 

Ibselectudeselectyouertiresciueduinkertyou 
curert selectiorv press the key 


II 1 1 I 1 1 


Command View 

I n OxirnardViekA/ (nurpad II ), inaddtiontothe 
kei^xardoorrmarcb described previoLEly uitscan 
be selected by left-diddng them vkith the mouse 
Alternatively select a nuirfaer of uits by left- 
diddng ard daggng oUt a selection txsc ojer the 


ISSUING COMMANDS 

Movement 

MokemeritoorrmarKbean be issued in several vuays. 
The first moSt lgluI vuay is to select the men that 
you vuart to moke in one of the vuays described 
preucxdy then left-dick on the part you vuart 
themto nxve to. 

Alternatively issue nxxernert coriTrancbthrou^ 
the Corrmard Menu (see CcrrrvBnd MeraJi. 

If you men heve been told to i r eiit a in fo m btion 
(RETURN TO FGRMATl GN see CcmrmJMerUl, 
you erti re squad can be relocated a rrply by moking 
youself. Deselect all uits^ then lae rarmal I riartry 
mevemert tovualk, rtnor crakAi to you nekA/ 
location; you men vkill irritate you Stance pace 
ard nxAerretiL 

Attack 

Sirrilar to rrmerrErit corrmarxb dUaukooiTiTHrds 
can also be issued uang the nxxBe FirSb select the 
urit that yxj vuart to order to fire (see Selecting 
t/nrfs), then select their target throu^ the 


Corrmard Menu Q (see Canmancl Meni ard gve 
the order to Engage (also throu^ Corrmard MerxO- 
Pay atbertion to the vyeapons yxr men are armed 
v\lth ard use them Sbategcally You dorft vuart to 
VMork hard on getting a rren irto the ri^lt poation to 
attackatankif he^soriyanredvkiitha rifle 

A/B: The surd val of you men isas inportart to 
themasit istoyou If they see an ererry trooper u 
veHde theyvdil report it to you ard they may also 
take ekiaax^ or aggesaxa action of their okAn free 
vdll, espedallyif youtaketoolongtoissuea 
corrrnarxLTheyvklll rx3tv\lllin^yget dxAJubt 
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COMMAND MENU 

jOfli or |3 - open CcrnTBixl Menu 

^ ^ (mein keyboarcO - 

select options from ttie Cormnand Mem. 


IN FAN TRY 

As well asl^litetingthe issue of orders for 
rrm^merit and attack the GortE9dt-serBti^^ 
Conrrand Menu allokAs you to issue specific orders 
to a scfUBd or inci^Mciels operating iixler VOLT 
barre r. Before issung a oorrrranci select the rran or 
men you vuadt to carry it out; then press to 

actix^te the Corrmand Menu. 


Move 

Return to Formation, when you- sqisd has 

tjBoome SLdtlerect order them to re^otfs at 
location by issuing the RETURN TO FGRMATI GN 


Advance. AcLance a dvrt dStance uang any 
oower / Gcnoealmert: a^/ailableL 


1 Move 

2 Target 

3 Engage 

4 Mount 

5 Status 

6 Action 

7 Combat Mode 

8 Formation 

9 Team 
0 Reply 


Backspace 


You can also use the Corrmand Menu to respond and 
Gormxricate with your GO if you are a squad 


Target 

No Target. Cancel all t arg et s . 

More. Spedfythe selected squad merrfaer's target 
frcmall those currertly spotted. 

Engage 

Open Fire. Fire on ary enerryurits within range 
and weapon capability 


Hoid Fire. 

weapons 


Fire. AII selected units fire on the specified targeL 
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Engage. Prouided the HGLD FI RE oonmand has 
been issuad acKanoe to bring enerryirto firing 


and open fire as socn as target is in range. 


Engage at Wiii. AcKanoesothatenenyiswithin 
firing range and attack as soon as the opporturity 
preserts itself. 

Disengage. Oo not cease fire but 1^l back out of 
range of enerry weapons (and cancel ENGAGE and 
ENGAGE AT WILL cormwcfe). 


Scan Horizon. Make a recce of the area and 
report back 

Watch Direction. Keep an eye on a specified 
GorrpasscirBction. Byspedfyinga dfFerertcirection 
for each rrary you can ensure that all approaches 
areoou/erecL 


Mount 


i cf ary 


urDocupied veHde in range (you normally h»/e to be 
ri^t bedde the x^Hde). 


Disembark. Get you and your squad out of 
a vehide. 


Status 

If you/re injureci pinned down urder fire or in need 
of help use STATUS to call in assiStanoe from your 
Squad Corrrnancler or rnen. 


Action 

Access the Actions available to the selected urit. For 
€9<arrplev if the unit is near an otject; such as arrmo 
cratesora veHdev he may h»a new Actions 
aKailable to Hm TNs option works in the same way 
as your own Action Menu 


Combat Mode 

Corrfaat Mode al lews you to spedfy the attitude that 
your squad or an indvidual man will adopt for any 
acLanoe or engagemert they urdertake: 


Steaith. Your men will ^tayoutof si^tard 
mairtain silenoe as rruch as posable. Ary ackances 
will be made using all cojer within reach. 

Danger. Yours troops will be extremely careful - 
enerry oortact is imrinert; they nxEt be ready to 
return fire irrmedately 

Aware. THs is the most likely Corrbat Mode for 
your poirt man when erteringurknown territory 
WHIe it may be umeoessary to mairtain oorrplete 
stealth it is prudert to keep your eyes open for 
potertial trouUeu 

Safe. There is no imrinert chnget: Your troops can 
relax a little and dxxJder their weapons 

Stand Up. Grderyourmenupoffthe^xxrd. 

Go Prone. Ghder your men to Ht the deck 

Keep Low. Issulnga keep low corrmand causes 
the selected solders to fbl low your lead. If you go 
prone so will they and will Stand up when you do. 
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Formation 

Specify the tactical fom-etion of volt sc|lbcL 


• • Cdum 


* • Staggered Cdum 


lb 9xxf3 volt sqisd irtD tactical team^ fir^ select 
the team merrfaers then actix^te the CcnTrand 


Menu and chcxseTE AM. I n the nesct meru Ht | 
to ASSIGN a new codename to the team then 


choose the codename they are to be kncwn by 


Reply 

Use the Reply menu to respond to questions and 
ccnrixricetionsfrani you- men and other teane cn 


RADIO 

InsameCarrpai^orSin^eMisEionsvDUVMlI need 
to provide \^tal irformation to or corrmricabe vyith 
other squach cn the battlefielcL TNs is acccnplished 
uang volt rado set Fir^acoessyxr Map then 
doiide-dickthe Rada. Finally didccn the message 
you vuart to send. 


S TAYIN G ALIVE - 
HARD TARGETING 

Gne of the most dfficdt tasks yxivMlI come across 


co^^ is deep enou^ YOU may e»/en remain 
uxletected util you mn/e again or dscharge 


you- v\ieapan. DonTt forget; concealmert in bodies 
and vegetation vyon't protect you from biilets - 


yxr safest bet is to get behind cr udemeath 
something sdicL 


N»/er Stay in one place for lcrg.Yoi/11 euertuBUy 
be s p ctte ci especially if you make too mjchndse 


e.g fire off a rouxL Gnoe attention has been chawn 
to you- poatiory rru/e away c|uc*ly and CMddy 


rno^ng from cower to couer uang conceal rnert 


vdiere»/er pcsableL 

Ne»^ reload out in the open uiess you ha^/e 


absdUtely no cu^r cr concealment arouxL For the 
time it takes to reload yoi/re uiarmed ard 




vddlecn active duty v\<ill bethejcbof sirrplyStayrg Abowe all, Gbserve: Avdd tunel i^scry keepyou- 


alive WHIe in the chnger zone the srrplest vuay to 
achieve this is to keep nrdrg- become a hard 


target for enerry sddersL 

If you md remain in one place fora time^ become 


eyes open to both s desand behind as vuel I as ahead 
so you dorft get flanked. Use CorrmardView often 


to gve you a dear picture of surouxing threats 
(tfisisa luorya real solder does not have). The 


dfficiJt to spot Lie dcwn on the gxxnd so you don't more observart you are^ the harder you vdll be to 

create a profile against the horizcTL Make sue aieak upon 

yoi/re in cower or at least in ccrxealmert; if your 




0.21 


Tnnki commnniD 


KEYBOARD / MOUSE 
COMMAND 


Your tank crew can be gven orders uang the moLBe 
ardkeyboarci predselyasif youvwereperforrring 


F (see VeHde Mowemert and 


Targeting ard Firing VeHdeVNfoapcn^. 

Mowernert corrmarch can also be issued using the 
mouee prodded no target is currertly selected by 
diddngonthe location you vwidi to mowe tux WNIe 
ueeful for drrt-range maneuMes; this is somewhat 


I ini ted vwhen you need to qucMy locations 


AlterrHtively activate the Map E3 arddidconthe 
pdrt you vwish to travel to. THs method is 
particularly effective for very Icrg rarge maneuAres. 


COMMAND MENU - TANK 

Whenyouareincorrmardof atanic all ofyou- 
ccrrmarcbvwith the exception of FIRE andVNfeapon 
Sefecticru can be issued to your crew throij^ the 
Corrmand Menu. 

Because this system relies not oriy on your cwn 
skillsasaCorrmarden but also on the ddlls of your 
crev^ you can €9(pect a rruch more accurate 
res p onse from your tank than if you tried to 
manually operate all furdions yourself. 

Using the Command Menu for 
Tank Command 

PressQ when in corrmand of a tank to call upthe 
Corrmand Menu. 

Options are dxwn mrbered from 1 -Ol Press the 
required nuiher button to issue that corrmancL 
Some options take you to other options further irtD 
the Menu SySbem To return to the Previous Menu 
press . 


Command Menu - Tank Options 

Return to Formation. AsConmarderof asin^e 

taic RETURN TO FORMAT! ON oonmancbyour 
Driver to re^xxpvwith the rest of your troop If you 
are the leader of a troop of tanfe; tfisoorrmard 
calls the other tanks to your positiorL 

Target, target takes you down to the roct level 
of the tank meru and dxws you a lid of all the 
enerry urits that heve been s p otte d by yourself or 
your crekAt or vuhose locations have been radoed in 
by other frierdyurits. Select a target to fire upon 
fay presang the appropriate nuiTher key 


Having selected your tank's target; your Gurner will 



Ohoeanenerryurit has been target locked (see 
Tangeting and Firing VeHde \AieapanB- R15), the 
FIRE oorrrrard is issued in the normal way using 
the Left Mouse Button 

DonTt forget it may be a dxrt vwHIe before you can 
fire a weapon a second tirre espedally if it recMt^ 
a manual reload by your crew 
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VEHICLE UJEnPOnS 


AIR 

TOW (Tube-launched Optically- 
tracked WIre-gulded) Missile 

<>x)e target- Icicted the TOkA/ may be fired at the 
ciscreticri of the Gurien There is no recM^^eniBrt 
for axis-otie r tBtion of the attack vehicle prouided 
the target is forvuerdcf its rric^xxrt; asgucbrce 
s^berrs pilot the vuarheadcirectly to the poirt 
of lock. 

FFAR (Folding-Fin Aerial Rocket) 
Ungulded 

craft met be axis-orierted so that its rockets can be 
fired from the fixed tihe nrxxtings i*xter each 
v\eapcn pylon. Once the target has been i rci c a te ci 
LEingthe StanchrdTarget n etlxi d (RMB), the 
FIRE aximard has been issued (LMB) ardthe 
aircraft is appropriately positioreci the Gurer v\iill 
release the rocket. 


NB: If a FI RE comrand is issued v\tile v\eapons 
are ^11 being locked the first FIRE Gomrercl v\f II 
be cancelled. 

AT-6 SPIRAL Anti-tank Guided 
Missile 

THstLte-laLTKhed SACL05 (Serri-AUborratic Line 
of Si^t;) arti-tark guded rrissile vuas developed 
spedfically for the Mi-24 Hird ScMct Helicopber. 
Uriike vMte-guded rrissiles the SPI RAL laes 
irfrated and tacfo giicbnce sySbems. Althou^ the 
rrisale moes at estirrated speeds of 450nys the 
laLixhing craft nxEt mairtain line of si^lt v\<ith the 
target throu^ToUt the ertirefli^it time Thus once 
the v\eapcn is targeted (RMB) ard the FI RE 
Conrrard issueci the Hird nxEt hold the target in 
view udl the Sbike is made 

AGM-65 Maverick 

The Maverick isan air-to-surlaoe guided rrisale for 
tactical dose air support It can be fitted v\ith one of 
two firing mechariaTE. I n the firSt type^ a fijse in the 
nose triggers the v\arhead upon oortact v\ith the 
target. Alternatively a delayed fuse penefrator 


allows the rrissile to bury itself in the target before 
ignition of the warhead THsgves sgificart 
irrproweiTBi'ts in offenavenessa g aii'et he^yy armor. 

irfrared 

M60 7.62mm Machine Gun 

Riveted to the left ard ri^lt hefioopter cbors ^ia the 
M144 Armamert sutHysherrv the M60 machine gun 
hasa iTL^e velodty of 853nYs ard an effective 
rarge of l.U<mThe guiYs mourting irrpartsa wide 
field of firev up>tol80° on either side of the aircraft 
Targeted udng the Stanchrd m eUxx J (RMB), orce 
the FI RE ConTrardisgven(LMB) the appropriate 
Gumerv\ill activate the weapon as soon as the 
querryoomes within the field of fire. NB: If a FIRE 
oorrmard is issued v\tile weapons are Sdll being 
locked the first FI RE Gorrmardwill be cancelled 
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M197 Three Barrel 20mm Gun 

Firing at a rate of 730 shots per rrinUbe (±50 S|xr$, 
the M197 gui has a field of fire of approdmabely 
30° to either side oF the eeritral axis of the attack 
craft.TNsv\ieapGn is targeted in a srrilar vuaytothe 
M60 rrecHnegui- orce the target is i rci c a te d 
iEingthe etarcbrdTarget i reUxx l (RMB), the FI RE 
Conmaixl issued (LMB) ard the target is v\iithin the 
field of fire of the carrcrv the Gumer v\iill adivate 


LAND 

HEAT (High Explosive Anti-Tank) 
Round 

Fired frixn the main cannon of a tarK the HEAT 
rouxl isspecificallydesi^iedasanctiAI-peisuiitel 
v^eapon. Tar g eted icing the St a i rfa rd r retixx J (RMB), 
HEAT rouxbarefiredattheciscretionof the 
Gurer after the FI RE Conmand has been ^ven 
(LMB). Grice the tarricturet is at the correct 


SABOT 

CSesi^ied spedfically Ibr armor piercing the SABOT 
GGritai re a rod of depleted irariuri(DUM).The 
irariun ha^ng a rruch H^ier denaty than Steel, is 
capable of perching throu^ all taut the \ery thickest 
plate and taking out any arrrared landveHde 
The SABOT isfiredfirmthemaincannanof atank 
ard is targeted lEing the staixbrd meUxxl (RMB to 
assigi target LMB tofire v\4ien lockachieKied). 

M240 Machine Gun 

Moudbed on the tap of the tank turret of the 
M60 Pattan series tank the M240 fires at a 
sustained rate of lOO rourds per rrirdbe. 


firev this gin su f ylenefts a tanks main armamert; 
the maincamerL 




irdination the rouxl is released 
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LAND 


M/-24 Hind 
Helicopter 


Ehberingsen/iGetDtheUSSR in the late 1960's^ the 
Mi24 HirdproMded the mein force of air SLnxjrt in 


the Afc ^ -B T iSba n V\far. As the eastern equivalert of 
the US Air Force Apache heiiGOpten the Hind is 


dsd^ied to perform all operations from air-to-air 
oorrfaat to air-to-gxicrd ar*i-tark ftnctions. The 


vehide isfitted v\<ith an OerpressLie s^bemto 
trarEport If) to ei^lt troops thrau^ NBC (Nudear 


Biologcal Cherrical) ooncftion^ altemetiveiy the 
cargo area can tse used for €9ctra arrmo Storage. 


M151 A2 Jeep 


Brou^ irto sendee in the late Se^erties ttis .25 
tan 4x4 Utilityvehide has seen succesEfti nilitary 


service in 15 cffforeht NATO ooertries The M151's 
flcDdbility of desi^ means that it can easily be 


retrofitted as a Miiti-UtilityTadical Truck (MUTT) 
or a Fast AttadeVehide (FAV)- 


UAZ469b 


M939 5T Truck 


The M939 all-pcrpose truck ertered US Anry 
service inthe 196Qsarcl isthe latest in a long line 


of Stanebrd issue vehidesebting back to the 194Qs 
PcRAered by an 8.3 liter 6-c^inder turbocharged 


cfesei eng ne^ the M939 can carry if) to five tons of 
cargoor 11 fitly ecMPPodneru 


Ural Truck 




The UAZ 469b isthe Eastern ecM^eht of the US 
J eepLTHsfixr-vvheel chive vehide is capable of 


around 750km of travel before refuelling and can 
easily be fitted vvith li^± vveaporry allovving 


acfcJtional ftnCtions as a foSt attack vehide 


The Ural 375 has a maxirrun range of around 
600km between fiel stops and is powered by a ZIL- 


375 8-c^inderengne. Itsmainfinctionis 
trarEportation of If) to five tons of cargo and goex^ 


altemBti^ely it can trarEport if) to 11 troops and 





TNs Czechodc>eldarhrnBnutactued truck has rnary 
aebartagesinuseinthevuatTone. Not only dees its 
extremely rugged dedgi gve it maxirrun reliability 
over rou^ terrairu butt also it can easily be 


retrofitted to filfi 1 1 such finclions as fiel truck ard 
launch urit. 



The Brenevaya Maschina Piekhota (BMP-1) vuas 
irtrocLced to the Eastern forces in 1967 at; a Red 
Sepere parade. A reudutionary veHdev the BMP is 
the first armored imt to make the Step from 


p ersonnel carrier to co r r fa Bt vehide^ With aggessive 
arti-tankand relatively speed capability this 


corrfaat zone transport also provides visual systems 


allowing themto add to the BMP's own killpower 
with their persoral firearms 


A raxdUtion in APC (Armored Perscmel Carrier) 
dedg^ the M113 can carry 11 sdef ers plus a CXiver 
ard Corrmarder throi)^ hostile battiezone 
erMronmerts. The M113 can be delivered to a 
recfLi red location ^da air transport ard chop ard is 
swimrablethrou^GoaStal zones Suitable for many 
rapid deplo^Terft scenarios the M113 is also 
capable of such parallel finctionsasconTrerd post 
and mortar carrier 



ZSU-23Shilka 



The SHIka ZSU (Zenitaya Samokhochiaya 
UStanovte) Self-Propelled Ahti-Aircraft Gun 
featuesfbur Mc|uicl-o)aled23nmcanrDnswNchare 
capable of firing upwards to a range of 3000m 
Targeting can be achieved either optically by the 
crekA( or electronically ^ia the on-board racbi; wHch 
can be folded flat in transit. Althouf^ conadered 
ron-arrphibioup the SHIka is capable of forcing 
water up to a depth of jubt over Im 
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M60 Patton Series 
Tank 


A reliable and duable vuarhorse of the US forces 
the M60 Patten SeriesTark has seen ouer 20 years 
of actiory inducing ofseretions in both the Sinai and 
Gcilan Hei^lte cLring theYom Kipper V\i^. Criticized 
Ibr its hi^ prefile and lirrited mobility throu^ 
exceptionally rou^terraire the M60 has been 
if3^3ded mary times and is new pokAiered by a 
Cortinertal AVDS-1790-2C 750hpV-12 engne and 
an Allison CI>-850-^6A crossefeive tranarisaon. 



M1A1 Abrams Main 
Battle Tank 


Desi^ied and bult Ibr the rigors of mxlem-cby 
^Txnd vuarfare the MlAl indudes many feahres 
v\<Hdi enhance its deaelyard defenave capabilities 
Battiefield Oerride^ NBC (Nudear Bidogcal 
Cherrical) Ouerpressue sySbeni Position Location 
Reporting Sy^bemsand DeepVNibter Forcing Kit The 
120nm main gen is capable of en gag e m ert ranges 
Lf3to4krrv tees mary fbrrrB of armxrition and has 
aHtildll rafiothdtec|LelsorsLrpasses ary main 
bettie tank dass v\eapcn in the world. 



T72M1 


TheT72 with its low profile is dosely related to the 
T-64> wHch is pnxiuced solely for the USSR. This 
tank indudes several options inducing the fitmert of 
adcitional armor or a dceer blade for obstade 
dearanoe ard preparation of firing positions. It is 
powered by a V-12 miti-fiEl engne that is capable 
of ruring on desel, bereene or ketosene For 
€9ctension of operational ranges theT72 can carry 
two 200 liter ftel cKirswHch can be tactically 
jettisoned if recMracL 
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Featuing a mocified turet and oerarric armon the 
T-80 is the firat Sokiet tank to be powered by gas 
tutines It mairtainsthe low prefile of earlier tank 


deep forcing operations (these are abokAed behind 
theturetwhennotincBe), oneof wHdi prcMdes 
air irtake to the gas turbines The Id gen. eoqdoave 


755 

TheTSS meduntank is probably the most 
iribemationally prdific piece of tracked armor. It is 
cirrertly in use by oker a dozen ocxrtriesarcl has 
seen action in rrilitary incusions from the irAaaon 
of Hungary in 1956 to the Arab wars with Israel of 
the late Sixties and early Se^erties. 



across itsfrortal arc to all Ibrmsof NATOATGM 
(Arfi-Tank Gdded Misa le) . 


0 
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mULTIPLnVER 


PlayC|3erationFlaElT>aii1t^” across a Local Area 
ISIeihAiorkor I r terret cEingTCP/l P ard take the 
battle escperience to new depths of tealisn Assume 
the role of a solcfer in the forces of the East or West 
and carryout VOLT nisacntothe best of y3L»" ability 
Battle simJation Gcmes to life as each sdcier ard 
vehide with the game refxeserts a true human 
iribeHigence 

C R E ATIN G A 
M U LTIP LAYER GAME 

lb creete a network garret dick on Multiplayer in 
the Main Screeru then dick New 
When the sener ard diert h»/e been create d , 
choose the islard you wart to play ard the rrisaon. 


JOINING AN INTERNET 
GAME 

E very oorrpUber or serxer ttdt is Gcmectecl to the 
I ribe m et has an I P Addess - a urique rurber ttdt 
iderdfies that machine to the rest of the net Before 
joining an I rtemSt game you need to knew the I P 
Adekessof the GarTpUber or server you will be 
Gomeotingto (the host). Gdtthe hoSttoemeil this 
to you prior to GcmTErdng play 

Arrange online games ard find out your 
I P Adchess by log^ng onto 
vwAAccoderna5teis.conrii1ashpa 

NB: If thehoSt'sGcmeotiontothelrtemejtis 
terrrinated at ar^time during play you may need to 
get a new I P Adekess from them as it may change 
uf3on recomediorL 


Ghee youfve done tfis^ dick on Multiplayer in the 
Main Screeru then dick REMOTE inthetopri^lt- 
hard cornet: When requESteci ehber the I P Add ess 
you hBKE been gven ard dick GK. 

It may take a dxrt wHIe to establish a oamectioru 
but if you hBK/e to wait more than five rrirdbes the 
oamedion has probably tailed. Intfiscasev press 
ESCAPE andtryagan. 

Ohoe oamected you/ll be presehbed with a list of 
a^EilablegarrEsontldt IP Addess. If youfre 
oomeclingtoafriencrsPC, youfll orly see the iwne 
of the game they creeled listed tdtif yoi/ve 

oamected to a large garre server; you may see Ids 
ofgame remesinyour liSL Either way dick the 
rerre of the garre you waht to Join ard dick GK. 

For other ways of playing nxitiplayer games 
across the irtendt; check out the README on 
the garre else. 
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JOINING A 
N ETWORK GAM E 

Ibjcina rEtworkgarretliBt isatxx±tDbegr\ dick 
MiJti player cn the Main Screerv then didc J oin. 
Gperetion Fladipoirt:^” aUbomatically cldLeds any 
games nrringcn the network you are cxj r iTBctE d to 
andcisplaysa liSI; didcthecneyouvuedttDget 
irM^lved in and didc OK. 

CHOOSE YOUR 
AFFILIATION AND ROLE 

Whether ycx/re hading or joining a MiJtiplayer 
garner you need to define on vdiidiade you VM 1 1 play 
and vyhat role you will aasLrre for that battle 
When you reach the Server Sebfs screerv choose 
yoLT affiliation ■'■^niBfTxrnthe lid 

on the left irto an irasa^ied space in either the 
Ead or W^ lids^ then dick GK. 
on the next screen - ‘Side Setuf^f, you get to choose 
your role from the dudes »/ai lade Ibr the selected 
rrisaoru Drag your name from the lid on the left 
ortD an a^/ailable position and dick OK. 


Available roles are indcated by'AI' after the rde 
descriptiorLTNs means that if the role remains 
uressigiedvyhentherrisaon begnstheCPU will 
take cortrol of that sdder. 

Note: Even when you h»ie seleded your rde vyitHn 
the scIe^ y3ur choice can be oerridden by the game 
hod or your Corrmarcler (by re-ctaggng iwnes orto 
cfflerert rdes). If rdesarereesa^iedinthisway 
the role becomes locked and camot be changed by 
the player. 

Clide START to begnyour battle. 
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TECHniCnL SUPPORT 


CODEMASTERS WEBSITE 


vwwMcodeirB5ter5.com 

Codemader^ webatecortairBgame p at d -E S 
FAQs and an online ^ersion of our technical sufjport 
kmwIecIgebBse. 

It also has a technical sufjport rec|ued form 
that you can use to requed assistanoe 


EMAIL 


TELEPHONE/FAX 

Before calling ensure that you ha^/e checked our 
website for a posable sdution and hsK/e read 
the 0|3eration Fladfxiirt^" hdpfile which can be 
fourd on the Operation Fladfxjirt^” CD-ROM. 

To access the help file 

1. DoutJe-dick on ‘My Corrpuher' on the 
Windows desktop. 

2. Ri^d-dick on your CD-ROM ctive 

3. Left-dick on 'Explored. 

4v Dcxtte-didcon'ReadTET. 


POSTAL ADDRESS 

Cudomer Services 

Codemaders Software Ltd 

POBgkG 

Learrin^bon Spa 

Warwickshire 

CV47 2ZT 

UK 


Emsil custseivice(ac<xteiTBst3er 5 .com 

Please irdude your Dxdagtxt file vyith a 
descriptionafyexr problem To do ttis^ dick on 
'Star, then 'Rurf , type DXDI AG axl dick 'Ok. 
THswill dsplaythe DirectX Diagxdics screen. 

To send the results^ sirrplydickonthe b utLun 
'Sa/eall iitb nT Etionrandsa/ethisasa teactfile. 
New attach this file to your email. 


Tel: 01926 816044 Fax: 01926 817595 
Lines are open between 

0900-1730 Mdxhy 0e00-2000Tuescby to Fricbiy 
1000-1600 Saburefey 

Please ensure that you are in frort of ycxr PC 
before calling Ycxr PC dnuid also be on ard in a 
rurring date (i.e. not haMng Jud cradecO- 
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THE CODE MASTERS SOFTWARE COMPANY LI Ml TED SOFTWARE LICENSE AGREEMENT 


IMPORTANT - READ CAREFULLY: THE ACCOMPANYING PROGRAM 
(WHICH INCLUDES COMPUTER SOFTWARE PROGRAM,THE MEDIA 
AND RELATED DOCUMENTATION IN PRINTED OR ELECTRONIC 
FORM) IS LICENSEDTOYCXJ ON THE TERMS SET FORTH BELCW, 
WHICH CONSTITUTES A LEGAL AGREEMENT BETWEEN YCXJ AND 
THE CODEMASTERS SOFTWARE COMPANY LIMITED. 
CCODEMASTERS"). BY OPENING THIS PACKAGE, ANCHOR 
INSTALLING OR OnHERWISE USINGTHE PROGRAM, YCXJ AGREE TO 
BE LEGALLY BCXJNDBYTHE TERMS CX=THISAGREEMENTWITH 
CODEMASTERS. IF YCXJ DO NOT AGREE TOTHE TERMS OF THIS 
AlGREEMENT,YCXJARE NOT AUTHORIZE DTO USE THE PRCX3RAM 
AND YCXJ SHCXJLD RETURN THE PROC»AM TOTHE VENDOR FROM 
WHICHYCXJ OBTAINEDTHE PROC3RAM AND RECXJEST A REFUND 

THE PRCXjRAM isprobaclBdkvthBCEfjyri^laAEarEii^arKi 
iribematicnal ccp^^lt treaties and ODnuertiars and other lavuEL TTe 
Pra^^m is licensBcl and not sdci andtHsA^iaenrEdt carfersnotitieGr 
auuner^ip'tDtiie Procyam or ar^ ccpy tJTerBof. 

1. Lirrited Use License. CodaTBstefsgartsyDuthencaveBaJtBV^ non- 
trareferatJe^ iiiiiLud ri^Jt and iicenseto ise cneccpyof die Pra^am 
sdeiy fcr yair personal ise cn a sn^e corrpdber. 

2. CXuner^p All irtellectisl iropertyri^Xs in and to the Progam 

(indixing but not lirritEid to aixfo aixi other corteilt inoorporUbed 

therein) and title tn ar^ and ail copes thereof are owned by Cnd ei TBslErs 
or its iioenscr^ and rooei\^ no ri^tt or iitberest therein other than the 

iinritsd iioense in paragafdi T. hereof. 

YCXJ SHALL NC3T: 

* CtapytheProgaiTieaieptaan^ebackuDoopy 

* Seii, rert. iease iioeree cfstribUbe or othervuise trarEfer cr rrake 
a/aiiaUe to arv other person the Progarn in whole cr in part; cr isethe 
Progam or ar^par~t thereof inar^oorrmerdal oortbescL indiring but not 
iinttsd in a serwoe bueai^ 'ti^Der caiie", oorrpUber ^rring oerfEr or arv 
other oomTErdal iucdtion in wiKdi nritiple raersmay aocje^the 
Progam Coderrasbers nmy offer a separate Sitae License Ageemertt to 
periiiL^3utD rrakethe Progam a\^iable tor oorrmercjal lee; seethe 
oorttact irfbrrration belowr 

* Reuerse engneer, derive soiroe ood^ mxffy deoorrpiiQ cfsamerrblQ cr 

creUbederivadve vuorksof theProgarrv in whole or in part. 

* RemcMQ cf sable or drcunuerlt arv poprietary notices or iabels 
oortained on or wjitfin the Progam 

* E Xpert or re-esqjjt the Proga m or ary copy or acfaptation in violation 
of aryapdicable U.S. export restrictions cr other iauusor regJations. 


LIMITEDWARRANTY. CoderrastErswerrartstotheorignal oorEurer 
puichaser of the Progamthatthe reoorcfrg rrecfunon whidithe Progam 
is recorded wiii be free from defects in rraterial arci wjorkrrarEfipfor 90 
chysfromthechtBof pudase If thereoorcfrgmecfunof a prodjot is 
fouxi defecti^^ wjitfin 90 dh^of orignal pudos^ CndeiTBstersageestp 
re|daoQ free of charge such imdjctwjithin such period pDon its receipt of 
the ProdjcL postage paid vurtii proof of the dhbe of pudias^ as iorg as the 
Progam is stiii being rranJactaxed by Coderrasbers. Intheeueritthatthe 
Progam is no iorger a^iabl^ Coderrasters retains the ri^tttosLhstitUbea 
sirriiar pogamof ecpal or geabervalue. TTiswarrarty isiirritedtothe 
reoorcfrg mecfunooritairirgthe Progam as orignal iy prcMded by 
Coderrasters ard is not applicaUe ard diall be Axid if tlie defect iasansei k 
tiixju^ a b mp, rristredtneiL or I'B^ect Ary iirplied wanaides pesciibed 
by statute are expe^y iirrited to the 90-chy period described aboue 

EXCEPT AS SET FCRTHABCX/E,THIS WARRANTY IS IN LIEU CF ALL 
CfTHERWARRANTIES, WHETHER ORAL CR WRITTEN, EXPRESS OR 
IMPLIED INCLUDING ANY WARRANTY OF MERCHANTABILITY, 
SATISFACTORY (QUALITY, FITNESS FORA PARTICULAR PURPOSE 
OR NON-INFRINC3EMENT, AND NOCfTHER REPRESENTATIONS OR 
CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE 
CODE MASTERS. 

When retuTirgthe Progam for vuarrarify repfaoerrerit please serd the 
orignal product risks only in protective packagrgard indude: (1) a 
photocopy of yDir chted sales receipt; (2) yDir name ard rehxn acUess 
tM»J or cJeafy prihbect (3) a brief nctedescribirg the cJefect; the 
proMerrCs) vrxierExxhbered ard the system on which yxi are rurirg 
the Progam 

LIMITATION ON DAMAGES. IN NOEVENTWILL CODEMASTERS BE 
LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION 
OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF 
GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND TOTHE 
EXTENT PERMITTED BY UHN, DAMAGES FOR PERSONAL 
INJURIES, EVEN IF CODEMASTERS HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES. CODEMASTER'S LIABILITY 
SHALL NOT EXCEEDTHE ACTUAL PRICE PAID FOR THE LICENSE 
TOUSE THIS PROGRAM. SOME STATES/COUNTRIES DONOT 
ALLOW LIMITATIONS ON HCW LONG AN IMPLIEDWNVtANTY 
LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL 
OR CONSEQUENTIAL DAMAGES, SOTHE ABCX/E LIMITATIONS 


ANtyOR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT 
APPLYTOYOU. THIS WlWtANTY GIVESYOU SPEQFIC LEGAL 
RIGHTS, ANDYOU MAY HAVE OTHER RIGHTS WHICH VARY FROM 
J URISDICnONTOJ URISDICnON. 

TERMINATION. WithxJt piguicetDarycther ri^isof Ccderraster^ tHs 
Ageerrerit vuill te m i n ate aUto n afically if fail toccrrplywith itstertTE 

ard cctxfticxeL Insucheueri; ycu mat destrcy all capes of the Progam 
ard all of itscanganerit parts. 

INJUNCTION. BecaLGeCbderrasterswxxJd be irreparably chrraged if the 
tertTE cf tfis Ageerreiit vuere not spedficaliy erfiarxed ^uagee tlidt 
CUderTBstersdiali be erdtied withcdt bcix( cither secuftycr prtxfcf 
chrrage^ tDapmpiate egiitabie remecfes wiithreqject to breaches cftfis 
Ageerrert; inadcfticjntosudirjther rerrecf es as CrxJerrasters rray 
otherwiise fi»ie infer apiicaUe taws. 

INDEMNITY. You agee to irderrrify deferd ard hold Ccderraster^ its 
partner^ ^iiiiates corhactor^ cfficer^ cf rectory errfiayeesardagerts 
harrrlesframali dbrrages iGsesardorpensesariargcfrectiycr incfrectiy 
from^ir actsardcrriscDrEtoact in idrgthe Progam pusmd to the 
tenTE of tfis AgeerrEid 

Ml SCELLANEOUS. TTisAgeerrErt represertsthe cc ng lete ageerrert 
ooixieniigths licerBe LeLwieentlie pm ties aid s hi^ hh I hs all pncr 
ageerrerts ard represertaticTE behiueen them It rray be arTErdedoriy by 
a vwftirgQfiecUted by both parties If aryptMsaiaftbisAgeerTErdis 
heldtobeimribrceablefar aryreasory sudiprcddrDndall be reformed 
crfytothe octerit necessary to rrake it erforceableardthe rerrainirg 
pxddcrE of tfisAgeerrErd dali not be cdectedTTisAgeeiTErd dali be 
goiemed by ard ccTEtrued in accorchrce wiith the taws of E n^ard ard you 
co n ser-t to the ocdiave Jidsdction of the corts of En^ard 

If ycxi fra/e ary cpesticxE oorcerTirg tfis tioerB^ you rr^ ccdtact 
CcxIerraEters Ut 

The Coderrasters Software Congany Lirrited PO Box 6, Leanrington 
SpaW^wickshireCV47 2ZT Urited KingdomTel 444 1926 814 132, 
Fax 444 1926 817 595. 
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Checkout 

wwwLCodenrBster5.conVFIashpoint 

for Operation Flashpoint 

add-on^ game ifxlate^ support, multiplayer missions, 
new vehicles and game news. 


YOUR INSTALLATION ACCESS CODE 




